



.2.0 




















22 



























































M 



20 



w 


/ 


< 


CP-U 


-e- * 






• ' 353. 










£k/v>& MODEL 

PAy tAblE 




W^"-™ — ' ' " > \ 




PL a ye. ft. 


. . - . 










O — -o 




Slot 4 



Define the physical parameters Pf 
the model 



Bun a Monte Carlo test to 
determine the probability of each 

outcome, using a random 
sampling of starting ccndlBona. 



No, 

Alter the model 




i Assign a win amount to each 
outcome 




r 


Determine t 
percentage. IMs 
outcomes' proba 
by the outcome 


he paytabla 
the aqm of of all 
billfies multiplied 
s' win amounts, 



No. 
Altar the 
win amounts 



SC., 




± 

Randomly choose a sot of Initial 
parameters (e.g.; speed, angle 
and spin of the ball). 



. * 

Run the physical model until the 
game ends. 



EvaMte the end state of the 
game to determine what outcome 
was produced- 



Look up the outcome In the 
. paytable and get the win amount 



Award the player the amount 
dictated by m paytable. 



70 



It 



Define the physical parameters of 
the model 



7^ 



Create g list of allowed Initial 
conations, Determine, via the 
model, the outcome for each set 
of Initial conditions. 



No. 

"Alter trie model or the 
list of initio Conditions 



n - 




7 s 



□atermlna the paytabls 
percentage, it Is tya sum of of ail 
outcomes' probabilities multiplied 
by the outcomes' win amounts, 



No, 
Alter the 
win amounts 



7# -\ 
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Randomly choose a set of Initial 
parameters (a.g.: spaed, ansla 
and spin of the ball) out of the list 

If the list has weighted 
probabilities, qse them to select 
the set of initial conditions 




y 


r 


•Z~L - 


Run the physical model until the 
game ends. 






t 




Evaluate the end state of the 
game to determine what outcome 
was produced. 






f 




kqok up the outcome In the 
payfcable and get the win amount 










Award the player the amount 
~ dictated by the paytabie, 



Define the physical parameters of 
the mqdel 



Develop 3 flat of paths for the 
object to lake, Assign 
probacies to each path, 



Determine the distribution of 
outcomes (aee "Discrete Paths - 
Determining Distribution of 
Outcomes' 1 ) (p-t^riv) 




No, Altar the model or 
the paths and probabllites 



Assign a win amount to each 
outcome 



Determine the paytabto 
percentage. It is the sum of of all 
outcomes 1 probabilities multiplied 
by the outcomes 1 win amounts. 



No, 

Altar the wn amounts 




Assign a probability of o % t? each 
point Store a trwe/fa|ae flag to fell If 
. each point has been evaluated, 
initially set the flag to false. 




f 


Store each path's probability, as well 

as a tryeflalse flag to teij If |t has 
been evaluated. Initially set the flag 
to false. 


> 


t 


Assign a probability of 1QQ % to the 
route starting point 




f 


Find a point that has not been 
evaluated, which has no paths 4 
' leading to It or where all the pa^ths * 
leading to It have been evaluated. 







Set the polnfs probability to the siim 
of the probabilities of all paths that 
lead Jo foe point or if there are no 

paths leading to the point leave the 
pain? s probability unchanged, Set 
the point's "evaluated" Dag to true. 



For each path leading away from the 
point, multiply that path's probability 
by the point's probability and store 
the product as the path's new 
probability. Then, set ihs path's 
"evaluated* flag to true, 




The probability of each outcome is 
- equal to the probabllly of the route 
endpoint that leads to that outcome, 




Randomly choose a path legcflng 
away from tfte cuirent poitnt, 
using the probabilities of the 
paths. 



Traversa the chosen path to the 
point tt leads to. 



£vg|MatB the point to determine 
the final outcome » 




f 


Award the player the amount 
dictated by the peytable. 
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( Done ) 



7^1 bAl 



Create 9 list of outcomes, 



Assign 3 probability to sac h 
outcome. 



No. 
Mist of 
outcomes or the 
outcomes 1 probabilities. 




Assjgn a win a 
outa 


f ! 

mount to agch 
3ms. 




r 


Determine the payable 
percentage, It is the sum of of all 
outcomes 1 pro&a&llltles multiplied 
&y the outcomes 1 win amounts, 



No. 
Alter the 
win amounts 




Q Pone ) 



( Start ) 



?30 
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1 

J . 

Randomly draw 
s based on the pr 
outcc 


r , 

a final oqtcome, 
obatf titles of the 
>mee. 






Rqncjomly generate a set of final 

conditions. |fthepaytab|e 
contains a list of final conditions 
to choose from, Wdorniy choose 
a set of final conditions from the 
list 




f 


Rqn the model fcacKwards to 
derive the sat of iniHai conditions. 


i 


f 


Play thB game using the derived 
initial conditions. The game Will 
end with tjie chosen final 
* conditions and the chosen final 
outcome. 




f 


Award the player the amount 
- dictated hy the paytable, for the 
final outcome that was chosen* 



( °"» ) 



Randomly draw a route end point, 
based on the probabilities in the 
payable. Note the implied final 
outcome., 



Out of the list of paths that lead to 
the point, randomly choose one, 
according the probabilities 
to the pstfhs. 



Traverse the p^tfi to Its starting 
,02 . — I point Record the path as part of 
1 r ' the route to be used, 



Yes 




No 





Play toe game from atartto finish 
using the recorded route, 






f 




Award the player the amoun* 
jiictated by the paytaple, for the 
final outcome that was chosen- 



^ pone 



